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Preface 


Have you ever wondered what it 
would be like to play a classic D&D 
race -- when an elf could detect a 
secret door? But you also want the 
breadth and variety of D&D 5th 
Edition. Well now you can have both! 
For the first time, the ‘original’ races 
have been re-imagined into the 5th 
Edition rules but are designed to 
retain their classic feel. Equally, these 
variant races should be approximately 
balanced to the official races in the 
Player's Handbook (PHB). 


Just like the D&D game rules, what 
you find herein are guidelines; you 
are free to adjust them as you wish! 


Classic D&D Races 


Introduction 


Non-human races in earlier editions of the 
DUNGEONS & DRAGONS (D&D) fantasy role- 
playing game (that is, before 3rd Edition) had 
different and powerful features -- and as a 
result, to balance this power, they had level 
limits and might even take longer than 
humans to gain levels. In the 5th Edition D&D 
game, all races are about equal in power. 
Thus, this product, designed to emulate the 
feel of earlier D&D races sought not to replace 
racial features with incredible power (for that 
would imbalance the game), but rather to 
retain the "feel" of earlier D&D -- but still keep 
the power level of races about equal . . . It is 
possible, that the races herein are overall 
slightly more powerful than PHB races, but 
are closer in power to each other than the 
races found in the PHB. 


As the Conversions to 5th Edition D&D 
document by Wizards of the Coast (2016, v 
1.01) rightly points out, "the aim of conversion, 
is to arrive at something that feels like the 
older-edition version, rather than at an exact 
replication" (p. 1). It makes sense if you think 
about it: since earlier editions had a different 
set of rules, conversion necessarily entails 
bringing the feel of a race or other feature, 


into the current rules, otherwise one would be 


mixing up two different sets of game rules. A 
good example is the elf's ability to Detect 
Secret and Hidden Doors, when the player 
rolls a 1 or 2 on a d6. No such rule exists in 
D&D 5th Edition, so to preserve such a 
feature, we can give the elf advantage on all 
search checks when secret and hidden doors 
are involved. Thereby, the 5th Edition elf plays 
according to the 5th Edition game rules, but 
feels more like a classic Edition elf! 


Please find on the next page all such changes 
to the core races. 


RACE ABILITY WEAPONS LANGUAGES TRAITS 
SCORES 
Rock Intelligence+2 Any small melee Common, Gnome, « © Darkvision 
GNOME Constitution +1 weapon, short bow, Dwarf, Goblin, Kobold. e Detect Stone Traps 
light crossbow. e Detect Gems (underground) 
e Sanctuary from Giants. 
e Advantage on all Intelligence, Wisdom and Charisma saving throws 
against magic. 
HIGH ELF Dexterity +2 Longsword, short Common, Elf, Gnoll, e © Darkvision 
Intelligence +1 sword, shortbow, and Hobgoblin, Orc. e Cannot be put to Sleep 
longbow. e Immunity to Ghoul Paralysis 
e Advantage on checks to Detect secret and hidden doors. 
e Advantage on saves against Charm and Dragon Breath (including other 
breath weapon attacks). 
HUMAN Five scores: +1 Nil. Common and one Special 
One score: +2 (Proficiencies granted bonus monster The Human race do not get any of the innate special abilities unique to non- 
by virtue of chosen language. humans; instead they have bonuses to all six of their Ability Scores: five scores 
class). +1, and choice of any score at +2. 
STOUT Dexterity +2 Any small melee Common, Halfling. e Sanctuary from Giants. 
HALFLING Strength +1 weapon, short bow, 0 +d4 to hit with missile weapons. 
light crossbow. e Advantage on all Strength and Dexterity saving throws against magic. 
e Advantage on saves against Dragon Breath. 
MOUNTAIN Constitution +2 Battleaxe, hand axe, Common, Dwarf, e © Darkvision. 
DWARF Strength +1 throwing hammer and Gnome, Goblin, and e Detect stone traps. 
war hammer. Kobold e Advantage on all Strength, Dexterity and Constitution saving throws 
against magic. 
HALF ELF Charisma +2 Bows (short and long), Common, Elf, and one e | Darkvision. 
And +1 to any shortsword, and other language of your e Immune to sleep. 
other two abilities. | longsword. choice. e Advantage on checks to Detect Secret & Hidden Doors. 
e Advantage on saves against Dragon Breath and against being 


charmed. 


1 Fifth Edition non-human sub-races are included that match a 
classic D&D feel. Other sub-races may be played as per PHB. 


Explanation of Special Abilities 


The content of the table should be self- 


explanatory, but here are some notes 


regarding certain special abilities (in the ‘traits’ 


column) for your consideration-- 


Detect stone traps: any time the 
character is near stone work or stone 
construction, the player may make a 
Search check. You can either give +2 
to the search check or perhaps better, 
give advantage (roll 1d20 two times 
and use the highest result, adding the 
ability modifier). 

Detect gems: there are two options: 
(a) the character automatically detects 
any gems that are within 30"; or (b) the 
player must announce that their 
character searches for gems, and they 
get advantage to the search. 
Sanctuary from Giants: Once a day 
(that is once in between long rests) for 
one minute, the character can gain 
sanctuary from any larger than man- 
sized creature (that is, a creature that 
is Large size or bigger); when attacked, 
the attacking creature must succeed 
on a Wisdom save (DC 11), or else 
attack a new creature or lose the 
attack. The player declares when they 
are using Sanctuary (such as when 
their character encounters a big 
monster). Alternatively, the DM may 


limit this special ability to apply to a 
certain type of big creatures, such as 
Giants only . . . Note that this special 
ability is designed to give a certain 
amount of protection, which is possible 
to realise by replacing it with some 
other rule that achieves the desired 
feel, if this one feels too powerful. 
Languages: almost all of the races 
get quite a few languages. Note that if 
the PC's Intelligence is below average, 
they will know only Common or their 
racial language, plus perhaps one 
more language. 

Humans get more flexibility than PHB 
Humans with any five ability scores 
increased by +1 and any other ability 
of the player's choice increased by +2. 
If the DM feels that this is too 
generous, he or she may limit it as per 
the guidelines in the PHB. (The reason 
for the boost is to bring the Human 
race up to par with the strongest of 
PHB races as written, such as 
Dwarves). 

Advantage on Saves against 
Dragon Breath: can even include any 
monster's breath-weapon attack, not 
just dragons. 

Advantage on Checks to Detect 
Secret and Hidden Doors: Elves and 
half-elves are the only races that can 
search for secret and hidden doors 


and get advantage on the search 
check. This rule is designed to 
emulate the elf's ‘natural’ ability to 
detect secret and hidden doors from 
much earlier editions of D&D. 


What's Next? 


It's already here! David Belmonte's How to 
Create Customised Character Classes for 
D&D (5th Edition): a guide for creating 
customised character classes for D&D game 
play -- for players and DMs. You can search 
for iton DMsGuild. (and with that product you 
will be able to create ANY kind of character 
type you could imagine -- and play it of course 
exactly like a regular class). 


So What's Really Next 
Then? 


If you would prefer to have ready-made 
character classes, then | intend to publish a 
range of new character classes for D&D, 
including classes of varying power level... 
Some new classes will be as tough as the 
PHB ones, while others will be tougher, giving 
you huge options beyond the core rules. 


